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CONTROL STICK FUNCTION 


The Nintendo 64™ Controller contains a Control Stick which uses an analog system 
to read the angles and direction of its movement. This allows subtle control that is 
not possible using the conventional + Control Pad. 


When turning the Control Deck power ON, do not move the Control Stick from its 
‘neutral position on the controller. 


if the Control Stick is held at an angled position (as 
‘shown in the picture on the left) when the power is 
turned ON, this position will be set as neutral. This 
will cause games using the Control Stick to operate 
incorrectly, 





To reset the neutral position once the game has started, 
let go of the Control Stick so it can return to its center 
position (as shown in the picture on the left) then press 
‘START while holding the L and R buttons, 


The Control Stick is a precision instrument, make sure not 
to spill liquids or place any foreign objects into it, 


STARTING THE GAME 


1. Turn OFF the power switch on your Nintendo 64 Control Deck. 
Never try to insert or remove a Game Pak when the power is 
ON. 


2. Make sure a Controller is plugged into the Controller Socket 1 on the Control 
Deck, 
If you're playing against a friend, plug the other Controller into Controller 
Socket 2. 

3. Insert the Game Pak into the slot on the Control Deck, Press firmly to lock the 


Game Pak in place. 


4, Tur ON the power switch. The EA SPORTS” and FIFA logos appear. If you 
don't see them, begin again at step 1. 
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CONTROLLER 


START 
L Button Button 


+ Control Pad 
CBumons 
B Bunon 
‘A Button 
Cont Stick 


BACK OF CONTROLLER 


N64 Controller Pak 
Connector Sot 





COMMAND SUMMARY 


On the road to the World Cup, you have to pull out all the stops. Following is @ 
detailed breakdown of every move you can perform on the pitch. (For a quick 
reference, see Basic In-Game Controls below.) 





NOTE: If you have a Controller Pak plugged into Controller 1, you 
‘an erase saved games on your Controller Pak using the Controller Pak 
menu. To access the Controller Pak menu, hold START while turning 
the power on, 


© For menu navigation commands, see Main Menu on p. 11 


Basic In-Game Controls/Controles De Juego Basicos 
© When a player is in possession of the ball, the Control Stick moves the player 
felative to the camera view, 





Attack/Ataque 

Run Control Stick Correr 

Pass A Pasar 

Shoot B CO isparar 

Lob. cy Globo 

Sprint ce Acelerar 
Defense/Defensa 

Run Control Stick Correr 

Switch player A Cambio de jugador 
Tackle B Entrada 

Slide tackle cy Entrada a ras de hiebra 
Sprint ce Acelerar 





NOTA: Para instrucciones detalladas de juego en espafial, consulte 
Controls De Juego Detalados, en pagina 8. 
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Detailed In-Game Controls 








Shot Targeting 
While you hold B (shoot), the Control Stick directs the ball ay 
relative to the camera view: High center Paneth 


CAMERA ¥ goal 
eee oT cow sound effects 





Top let Top sight 
ona lor ater scoring or 
conceding a goal, 
| press AB, Ce, 
och 
Bottom left Bottom rght 
comer tow commer 
center 
SIDELINE CAMERA 3¢tt0m leit Top let 
comer comer 
Bottom — Center of 
‘enter goo! 
Bottom right Top fight 
comer comer 
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Skill Mode 
Perform dozens af skilful maves by combining Ror Z with @ variety of action but- 
tons (A, B, C). 


Example 1: Tap R for a quick move to the right. 


Example 2: Hold Z and press C©. The player performs a 360° spin to the left, 
(To spin to the right, hold R and press C€-.) 











CONTROLES DE JUEGO DETALLADOS 





Apuntar el lanzamiento 

Mientras mantenga pulsado e! botén B (disparar), la palanca de control dirigira la 

bola en base a la vista de la camara’ 

AYUDA: Para realizar sus propios efectos sonoros tras marcar un tanto 0 
cuando se le concede un gol, pulse A, B, Co Ch 


Parte superior central de la porteria 


BALL CAMERA } 
Esquina superior iquierda Esquina superior derecha 





Esquina interior inquerda Esquina interior derecha 
Parte interior central 





SIDELINE CAMERA fsouin> josey Lsquira superior 
inlets queda 
Purte inferior Centro dela 
central posteria 
. taquina superior 
Eig bie evecha 
Modo de habilidad 


Combinando R o Z con varios botones de accidn (A, B, C), puede llevar a cabo 
docenas de movimientos habilidosos. 


Ejemplo 1: Mantenga pulsado R para realizar un movimiento répido hacia la 
derecha, 


Ejemplo 2: Mantenga pulsado Z y pulse C7. £1 jugador realiza un giro de 360° 
hacia la anders (para realizarlo hacia la derecha, mantenga pulsado el boton R y 
pulse CP). 
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MAIN MENU 


The Main menu is where it all begins 


Some menu screens 
are divided into sec 
tions, Ta cycle sec 
ions, press Co 





To activate 
button icons, 
press CH 








No select a mere item, ontral pad +* to scrol 
Pad 3. then icons, then press A to 
ess START select 





Menu Controls 
Controls are the same for most FIFA: Road to World Cup menu screens. 
Advance 10 next 


screen Return to previous 
screen 





+» Cydeto 


nighighted item ich between 





t Wavigtt | Select anion 
mesu ten | or ovelay 
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FRIENDLY 


ROAD TO WORLD CUP 98 
LEAGUE 

TRAINING 

PENALTY SHOOTOUT 
cusTOMIZE 

OPTIONS © 


MANAGEMENT @® 


LOAD GAME 


© 





Play a match between two teams of your choice 
without affecting Tournament or League standings. 
Take a team from the first qualification match to 

the World Cup championship. (See Road to World Cup 98 
on p. 13.) 

Take up to eight teams through an entire league 
schedule. On your way to the championship, you play 
every team in your league twice. 


> Before playing a match, you can view leaque 
standings and fixtures and simulate matches. 

Practice your gameplay skills. Select a team and run 

through a number of offensive or defensive drills, 


Each team takes five penalty kicks. f tied after five 
kicks, teams shoot single-shot rounds until one team 
scores and the other team doesn't. 


Edit teams and players and transfer players between 
teams. (See Customize on p. 22.) 


Set Default Options. (See Options on p. 26.) 


Set team rosters, tactics, formation, and positioning. 
(See Team Management on p. 28.) 


Load one of two saved games. (See Saving and Loading 
Games on p. 29.) 


NOTE: You can select OPTIONS, TEAM MANAGEMENT, and LOAD 
GAME from most game setup screens. 





B 
ROAD TO WORLD CUP 98 


The road to the World Cup starts here. FIFA: Road to World Cup 98 consists of a 

Qualifying Round, First Round, and Final Round tournament. After you complete 

the Qualifying Round successfully, you advance to the First Round, This section of 
the manual provides setup instructions, a general overview of qualification quide- 
lines, and specified procedures for each geographical zone. 


NOTE: After you successfully complete the Qualifying Round and save 
your progress to a Controller Pak, you may restart the game at any time, 
select any national team and bypass the Qualifying Round. Once you 
advance to the Final Round, you may bypass the First Round, 
 — 
SET UP THE QUALIFYING ROUND 
After you select ROAD TO WORLD CUP 98 from the Main menu, enter the 
Qualifying Round and choose your team(s) for the opening tournament, 


Team Select 


onto! Pad $ to snares 
toggle between a team to 
teanveone { control 
Control Pad «+ to 1] 
cycle 6 avalabie 
zones and 162 
teams) 
‘Press START 
ta continue 


Standings Screen 4 


C4 to activate 
menu. Your teams 
ate highlighted 
yellow 








‘ny Team 
Management 
changes made from 
within League oi 
Wor'd Cup made are 
speci to that 
tournament and are 
saved wher 





C4 a second time to 
activate Button icons 









(eodesOvea reso Ettoneton  DUBSTART 
nae sore Bet nat to continue 


al team (Quabtying 





Next match 





Sia 





Same (Quang || View team START 
Rourd onl) standnes continue 

Controller Select Screen 

Control Pad + to move Control Pad © t 

the controller beneath the cycle Controller 


team you want to control Configuratia 





Select the Options 
icon, then 
CONTROLLER 
OPTIONS to set 
controller configs 





Press START 
to continue 





Stadium Select Screen 


Select a stadium 
Half length 
‘Weather conditions 





OVERVIEW OF THE QUALIFICATION PROCESS 


Read on for an overview of the new qualification process for the 1998 World Cup 

Final in the Stade de France. 

Guidelines 

> Thwee rounds to the World Cup Final: Qualifying, First Round, Final Round. 

> 172 teams in six Geographical Zones begin the tournament; 32 advance to the First 
Round; 16 advance to the Final Round. (See World Cup Qualification Zones and Matchups 
(on p, 16 for descriptions of each Zone and its qualifying procedures.) 

Byes 

> In the 1998 World Cup, Brazil and France are scheduled to receive byes in the 
Qualifying Round and begin play in the First Round, However, if you select one of these 
teams for the Qualifying Round, a random team from their respective Zone receives 
abye. 

> Some teams receive byes within their Zone’s Qualifying Round. If you control one of 
these teams, your team automatically advances to the appropriate sub-round within 
that zone. 


Tiebreaking Formats 
Round Robin Tournament 
If teams have the same point total: 


© Goal difference (*goals for” minus “goals against*)- if the difference is equal, the win 
net is the team that scored the mast goals 


‘© If teams are still tied, the number of goals scored in direct encounters determines the 
winner 


© teams are still tied, officials draw lots 


Home-and-Home Series 
If teams share the same number of aggregate goals: 
* Goals scored while designated the “away” team are totaled. 


FIFA 
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© Result of Extra Time: Teams play two 15-minute, sudder-death halves. 


‘= Penalty Kicks: Each team takes five shots. if teams remain tied after five penalty kicks, 
teams shoot single-shot rounds until one team scores and the other doesn't in the 
same round, 


Single Game Elimination: 
if teams are tied at the end of regulation time: 
© Result of Extra Time 

© Penalty Kicks 


QUALIFICATION ZONES AND MATCHUPS 


Following is a complete description of the qualification procedures for each of the 
six geographical zones: CONMEBOL, OFC, AFC, UEFA, CONCACAF, and CAF. 


[Se eety ZONE 1: Confederacin Sudamericana De Futhol 
10 Nations enter; 4 teams advance + Brazil 
> One group of nine teams play a double Round Robin schedule. 
> The top four teams + Brazil qualify for the World Cup. If you control 
Brazil, another (random) team from this zone receives a bye. 


ZONE 2: Oceania Football Confederation 
10 Nations enter; 1 team or no teams advance 
OFC ROUND + 


> If you control any Round 1 and 2 bye teams (Tahiti, Australia, New 
Zealand, Fiji), you play them at the start of Round 3. 

> Melanesian Group and Polynesian Group both play Round Robin 
schedules, 

> The winner of the Melanesian group advances to Round 3 


OFC ROUND 2 
> The runner-up of the Melanesian Group and the winner of the Polynesian 
Group play a single match. The winner advances to Round 3, 
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OFC ROUND 3 
> Two groups of three teams each play a double Round Robin. The winner 


from each group advances to Round 4. 
OFC ROUND 4 


> Group 1 winner plays Group 2 winner in a Home-and-Home series. 
OFC ROUND 5 


> Winner plays a Home-and-Home series vs. the fourth place team in the 
AFC (Zone 3). The winner qualifies for the World Cup, 


‘TONE 3: Asian Football Confederation 
36 Nations enter; 3 or 4 teams advance 


AFC ROUND 1 

> Ten groups of three/four teams. Each group plays a double Round Robin. 

> Group winners advance to Round 2. 

‘AFC ROUND 2 

> Ten group winners are divided into two groups of five teams. 

> _ Both groups play a single Round Robin schedule, 

>The winner and the runner-up in each group (four teams total) advance to 
Round 3, Three of these teams automatically qualify, 

‘AFC ROUND 3 

> The two Round 2 winners already qualify for the World Cup and play a 
final AFC Championship match. 

> Two Round 2 losers compete in a third place play-off. The winner qualifies 
for the World Cup. 

AFC ROUND 4 

> The team that loses the third place play-off plays the winner of OFC 
(Zone 2) in a Home-and-Home series. This is evident in the OFC Round 5. 


‘ZONE 4: Union Of European Football Association 
50 Nations enter; 14 teams advance + France 
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> Nine groups of five/six teams each play a double Round Robin schedule, 
The nine group winners and the best runner-up advance, 








> To determine the best runner-up of the nine groups (after the group rank- 
ing is complete) only the matches played against the teams ranking first, 
third and fourth in each group are considered. The following conditions 
apply in this order: 

* Points gained in matches against teams coming first, third and 
fourth; goal difference in these games; higher number of goals 
scored in these games; higher number of goals scored against these 
opponents in the away games. 

> The eight other runners-up (ane from each group) are drawn by lots into 
four pairs and play a qualifying Home-and-Home series. The four winners 
determined by these pairings qualify for the World Cup. 


> If you control France, another (random) team from this zone receives a 


bye. 


eg ZONE 5: Confederation Of North, Central American 
And Caribbean Association Football 
30 Nations enter; 3 teams advance 


EXEMPTIONS 

If you control a team exempt from any round(s), you play that team at the start 

of the following round. (Le., If you control the United States, it becomes avail- 

able at the start of the Semifinal Round.) 

> Round 1: Bermuda, Barbados, Cayman, Cuba, Haiti, Jamaica, Netherlands 
Antilles, Puerto Rico, St. Lucia, St. Vincent & Grenadines, Surinam, and 
Trinidad/Tobago 

> Round 1/2: Belize, Guatemala, Nicaragua, and Panama 


> Round 1/2/3: Canada, Costa Rica, El Salvador, Honduras, Mexico, and U.S.A. 





CONCACAF ROUND 1 

‘The following Caribbean Group teams play a Home-and-Home series. Winners 
advance to Round 2. 

Aruba vs. Dominican Republic Bahamas vs. St. Kitts and Nevis 


Guyana vs. Grenada Dominica vs. Antigua 
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CONCACAF ROUND 2 


The following Caribbean Group teams play a Home-and-Home series, Winners 
advance to Round 3 


Surinam ys. Jamaica Bermuda vs. Trinidad and Tobago 
Cayman Islands ys. Cuba Puerto Rico vs. St. Vincent 
Bahamas-St. Kitts winner vs, St. Lucia Dominica-Antigua winner vs.Barbados 
Guyana-Grenada winner vs. Haiti Aruba-Dominican Republic winner vs. 


Netherlands Antilles 


CONCACAF ROUND 3 

>The remaining Caribbean Group teams play a Home-and-Home series 
against one opponent (draw to be held after Round 2 games). The four 
winners advance to the Semifinals. 

> The following Central American Group teams play a Home-and-Home 
series, Winners advance to the Semifinals: 

Nicaragua vs. Guatemala Belize vs. Panama 

CONCACAF SEMIFINAL ROUND 

> Three groups of four teams—each plays a double Round Robin, 

> The top two teams from each group advance to a final round. 


GROUP 1 GROUP 2 GROUP 3 

United States Canada Mexico 

Costa Rica El Salvador Honduras 

Guatemala-Nicaragua Belize-Panama winner Caribbean Round 3 
winner qualifier 

Caribbean Round 3 Caribbean Round 3 Caribbean Round 3 
qualifier qualifier _ ic qualifier 


CONCACAF FINAL ROUND 
> Six teams play a double Round Robin schedule. 
> Top three teams advance to the World Cup, 


ss ‘ZONE 6: Confederation Africaine De Football (CAF) 
36 Nations entered; 5 teams advance 
EXEMPTIONS 


If you control any Round 1 bye teams, you play them at the start of Round 2 
> Cameroon, Egypt, Morocco and Nigeria 
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CAF ROUND 1 
The following teams play a Home-and-Home series. Winners advance to 
Round 2: 


Togo vs. Senegal Madagascar vs. Zimbabwe 

Tanzania vs, Ghana Mauritania vs. Burkina Faso 

Sudan vs, Zambia Namibia vs. Mozambique 

Rwanda vs. Tunisia Congo vs. Ivory Coast 

Swaziland vs. Gabon Burundi ys. Sierra Leone 
Guinea-Bissau vs. Guinea Kenya vs. Algeria 

Uganda vs. Angola Malawi vs. South Africa 

Mauritius vs. DR Congo Gambia vs. Liberia 

CAF ROUND 2 

> The 16 winners from Round r, plus Cameroon, Egypt, Morocco and Nigeria are 


placed into five groups of four teams (draw occurs after Round 1), 


> Each group plays a double Round Robin schedule, Five winners advance to 
the World Cup. 


TRAINING 


Practice your skills in a competitive atmosphere by selecting TRAINING from the 
Main menu. Select a team to practice with and the drils you wish to run, 


To set up a training match: 


1. Select a team: 
Control Pad t to toggle between leagues/zones and teams. Control Pad «+ to 
cycle your selections, then press START. 


2. Select the focus (Attack or Defence) of your training: 


Control Pad +» to move your controller beneath Attack or Defence, then 
press START. 


3. Select training scenario: 
Control Pad 1 to scroll scenarios, then press A. 


4. Set your options: 








Control Pad «+ to 





ontrol Ps 
cycettogale highlighted nighlight 
options options 
Press A to select 
Press START to 
begin Training 





PENALTY SHOOTOUT 


Determine a winner the quickest way possible: a penalty shootout, Each team takes 
five penalty kicks. If teams remain tied after five kicks, teams shoot single-shot 
rounds until one team scores and the other doesn’t. 


© — Select a team exactly as you would for any other game mode. 
Shot Taker: Direct the shot with the Control Stick, then press B to kick. 


Keeper: To move the keeper along the goal line, use the Control Stick. To attempt 
a save, press A, B, or CL 
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CUSTOMIZE 


Utilize the game’s customizing functions to edit team and player attributes or per 

form club and national team transfers. 

© Press B to exit the main Customize screen. Press START to exit a sub-screen 
Be sure to save changes before advancing 

INTERNATIONAL SELECTION 

Bring reserve players onto national teams or drop members to the reserves 

(Qualifying Round only). National squads number between 11 and 25 players 


© To view player attributes, press C4 to activate the roster, then Control 
Pad +» 


To transfer a player between the reserves and team roster: 

1. Press C¥ to activate the roster. Highlight the player’s name, then press A to 
select. 

2. MAKE TRANSFER? Highlight YES, then press A to confirm. The player's name 
transfers from one roster to the other, 


CLUB TRANSFERS 

Transfer players to and from any club team. Keep in mind, dub squads must num 
ber between 11 and 20 players and each player comes with a price—make sure 
your team can afford the transfer fee 


To transfer a player between club squads: 


1. Press C4 to activate the roster. Highlight the player's name, then press A to 
select. 


2, MAKE TRANSFER? Highlight YES, then press A to confirm, The player's name 
transfers from one roster to the other. 


Control Pad $10 highlight 
iubyteam; Control Pad 
+10 gle selections 





Team bankroll may 
not tall under £1 


Player Value 
CH to cycle all 4 screen = 


sections 
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PLAYER EDIT 
Edit the personal features and attributes of individual players. if you increase the 
value of any player attribute, you must equally decrease the value of another. 


To alter a name: 

1. Highlight the existing name and press A. (Press B to cancel.) 
2. Control Pad > to cycle letters. Control Pad «+ to advance, 

3. Press A to return to Player Edit 


When arrows 
pen, Control Pad 
++ 10 cycle options 





Ato alter a player's 
A ‘ontol Pad 3 10 
nigright attribute 





‘may Ft fal below 





Edt Player ave Changes 
Attributes;Personal 





TEAM EDIT 
Adjust home and away kits for any team, alter the team’s name, change the flag, 
and view a team’s monetary value 





NOTE: Flags and monetary values apply to club teams only. 
NN 


Aes the team 








When arrows appeat name in the 
‘anti Pad + © same manner as 
yele options a player's name 
Team Value 


Reset Team 
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PAUSING THE GAME 


You may pause the game any time a match is in progress. 
* Topause the game, press START. A Pause menu overlay appears 
RESUME MATCH Resume play. 


INSTANT REPLAY Replay a questionable call or relish a great play, 
Instant Replay Controls 


Cycle comers angies 
Exit instant replay 





PlayiPause 


CAMERA Select one of eight camera angles for gameplay. 
CONTROLLER SELECT Alter your original controller setup. 
CONTROLLER OPTIONS Alter controller configurations 

TEAM MANAGEMENT See Team Management on p. 28. 


OPTIONS See Options on p, 26, 





MATCH STATISTICS 


SCORE SUMMARY 


FOUL SUMMARY 
RESTART MATCH 
QUIT MATCH 


QUIT WORLD CUP/ 
QUIT LEAGUE 


B 


Check the score, number of shots, shots on target, 
corners, and fouls, and the area of the pitch where all 
the action took place for the current match. 


Check the time of each goal and the man who 
scored it. 


Check bookings for both teams. 
Restart the match from the initial Kick Off, 
End the match. 


Exit the entire game mode and return to the Main 
menu. 








OPTIONS 


You can select the Options icon from most set up screens and use the 
© numerous options to customize your game. Below is a description of some 
of the new and more complex options available. 










Control pad «> to cycie Match 
Options! Gameplay Options! 
Audio Options/ Controle 
Option. 


Save your 
anges as the 
elault options 





CH to acces 
Button icons, then 


press A to select 


© To temporarily save changes, press START (to cancel them, press B). 


MATCH OPTIONS 


KIT CLASHING Obtain a supplemental kit (uniform) for one 
team if competing teams have similar looking 
kits. Home team has priority on retaining its 
original kit 

RADAR Use a scaled down model of the entire pitch to 
view player positioning at any point in the 
match 

VISUAL INDICATORS Toggle the passback indicators and 
crosshairs ON/OFF 


PLAYER NAMES When a player is in control of the ball, his 
name appears at the bottom of the screen, 
Toggle this feature ON/OFF 
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GAMEPLAY OPTIONS 

REFEREE Determine how strictly the referee calls the 

STRICTNESS: match. 

FATIGUE Players fatigue from too much running when ON. 

PLAYER ATTRIBUTES EXAGERRATE skills such as running, 

passing, and shooting. 

CATCH-UP LOGIC Make it easier for the losing team to 

even the score. 

CONTROLLER OPTIONS 

CONTROLLER Customize up to 8 user-configured setups. Select 

CONFIGURATION Customized configs from the Controller Select screen, 

DIFFICULTY LEVEL Set your computer opponent's overall skill level 

‘SHOT TARGETING Control shot targeting with the Control Stick, or let 
the computer handle the direction of your shots. 

SKILL MODE Perform a variety of skillful moves, using assigned 
buttons. (See Skil! Mode on p. 6.) 

AI-ASSISTED HEADERS — Toggle ON and the computer performs headers and 
volleys for you. 

AUTOMATIC CROSSES —_ Toggle ON to automatically perform a cross for a 
ayer tunning down the wing using the lob button 
(ce) 

PASSBACK Toggle ON to control the passing AND receiving 
player after a pass using the passback feature. 

(See Detailed in Game Controls on p. 4.) 

TEAM MANAGEMENT Select AJ ASSISTED to get Team Management 
assistance from the computer. (e.g, If you're down in 
goals, the computer adjusts your formation to focus 
n the attack.) 

AUDIO OPTIONS 


Adjust game and menu sound effects and music from the Audio Options screen. 





2B 
TEAM MANAGEMENT 


3) Set up your team to perform to its maximum potential. (Additional options 
appear when you select TEAM MANAGEMENT from the Pause menu.) 


NOTE: Save changes before advancing. Any team changes made from 
within League or World Cup mode are specific to that tournament and 
are saved when the tournament is saved. 





FORMATION Set your team formation. 

STRATEGY Alter the positioning of the team as a whole. 

STARTING LINEUP Assign starters from your team lineup. 

SUBSTITUTE (Pause menu) Substitute your reserves into the game, 

POSITIONING Alter the positioning of individual players on the field. 

KICK TAKERS Designate players to take corner kicks, penalty kicks, and 
spot kicks. 

ATTACKING BIAS Set the attacking tendency of an individual player 

AGGRESSION Set the aggression of each player on your team, 


MAN MARKING (Pause menu) Mark a player on the opposing team, 


2 
SAVING AND LOADING GAMES 


Following completion of a match, you can save your League or World Cup progress 
from the Standings screen and Fixtures screen. If you exit the game mode without 
saving, you lose all progress made during that gameplay session. 





NOTE: Never insert or remove a Controller Pak when loading or saving 
files. To ensure saved games remain intact, keep your Controller Pak in 
Controller 1 the entire time FIFA: Road to World Cup 98 is running, 





Select the Save Game icon to save a tournament or season in progress. 
Names for the saved games are assigned automatically. 


® Select the Load Game icon to load a saved tournament or season. 





NOTE: A saved game has its own database. 








FIFA 
38 





CREDITS 


Executive Producer: Bruce McMillan 

Director, Product Development: Warren Vall 

Producer: Maic Aubarie! 

Associate Producer: Nick Malaperiman 

Assistant Producer: Keriy Whalen 

Programming Architect: Peiy (ee 

Lead Programmer: Yay King 

N64 Team Programmers: Dave Hards, Yul Nakashima, Anatoll Guia, 
N64 Lead Artist: Wayne Laybourn 

N64 Team Artists: Lasko Konopa, Novie Miura, Jayeson Lyonns: 
Franchise Development Director: Gaivan Chang 

Art Director: David Adams 

Franchise Art Lead: Jackie Ritchie 


Core Production: Andy Abramovici, Brent Disbrow, Robert Kail, David McCarthy, Heldl 
Newell, M. James Schulte, Nicholas Wiodyka 


Core Team Lead Programmers: Brian Plank, Desmond Fernando, Andrew Routledge, 
Ted Sylka 


Core Team Programmers: Chis Khoo, Jason Rupert. Jorge Consuegra, Michael Gordon, 
John Lawrie, Kevin Pickell 


Additional Programming: Wyatt Cheng, Robert Bailey 
Additional Art: Terry Chui, Brian Keane, Margaret Livesey, Laura Parr 
Animation Lead: Joe MacDonald 

Animator: Corey Slavin 

Additional Animation: (avid Demorest 

Audio Lead: Chyis Taylor 

Audio Specialists: Nel Biggin, Omar Al-Khataii, Phil Western 

Production Assistants: Catherine Williamson, Iris Benbassat, Jennifer Campbell 
Co-op Production Assistant: fenton Leversedge 

Manager, Motion Capture: [yar Hirsch 

Motion Capture Shoot Supervisor: David Coleman 
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Motion Capture: Daven Cobum, Andrea Donnelly, J} Gonzales, Demian Gordon, Moses 
Kaplinsky, Vince Ng, Peter Saumur, Susan Skerl-Cote 

Localization Producer: (ouise Read 

European Localization Manager: Dominique Goy 


‘Coordinators: Bianca Normann, Sandra Picaper, Julio Valladares, Maria 
Zino 


English Voice Talent: Jolin Motson, Andy Gray, Desmond Lynam 
German Voice Talent: Wolf-Dieter Poschmann, Werner Hansch, Martin Siebel 
Localization Testing and Translation: Achim Hasz, Michael Lothmann, Sylvain 


Caburrosso, Alvaro Corral, Antonio Lopez, Oscar de! Moral, Luis Pinés, Julio Valladares, 
Michele Pinardi, Andrea Bernardoni, Sascha Mairesse 


QA Coordinator: John Santamaria 

QA Lead: Darcy Pajak 

QA Assistant Leads: Irevor Kersiake, Mike Little 

QA Testers: Avinash Narayan, Jason Schoen, Patrick )* Fergusson, Brandon Jackson, 
Mike “MC mike” McCartney, Derek LeClair, ‘Big Jer” Ferguson, Lome “Redneck” 
‘Wilson, Ken Boutifier, Shane Neville, Cindy Currie, Tony Roy, Shamus Frigon, Mike Brown 

Mastering: Peter Petkov, Cary Chao, Jeff Hutchinson 

Technical Advisors: Sam lacobellis, Mike Mosher 

Product Marketing: Duncan Magee, Margaret Murray 

Public Relations: Kathy Frazier 

Package Design: Mary Mitchell 

Package Photography: ALLSPORT USA/Brian Bah All ights reserved 

Package Art Direction: Nsncy Waisanen 

Documentation: Andrea Engstrom 

Documentation Layout: Marco Garcia 

EASM Quality Assurance: Burhen Haile, Simon Hall, Andy “Brick Wall” Young 

‘Special Thanks: Caroline Ancessi, Duncan Backus, Frank Barchard, Joerg Brand, Andrew 
Brownsword, Hong Chin, Min Choi, Florian Cinetivu, Bill Craft, Marina Crean, Michael de 
Plater, Taller de Sonido, Paulette Doudel, Rick Friesen, tan Gilliland, Sean Halliday, Frank 
Henigman, Kiyomi Hisatsugu, Bettina Klos, Kelly Kooner, Tony Lam, Roy Lassiter, Mark 
Lawson, Paul Lewis, La Marque Rose, Jack McKee, Sal Melluso, Dave Mercier, Niclas 
‘Nordlander, Curtis Patzer, Wayne Paugh, SD Post, Patrick Ratto, lan Roy, Gerry Shaw, 


Paula Singleton, Susan Su, Scott Swan, Sissel Tangen, Voss TV, Chung Tze Yang, Nancy 
Walsanen, Petrina Wallace, Brian Ward, Todd Wilson 


Music Credits: Blur"Song 2" Written by Damon Albarn, Steven Alexander James, Graham 
‘Coxon and David Rowntree Performed by Blur © 1997 EMI Music Publishing Lid. All 
‘rights for EMI Music Publishing Ltd. in the United States and Canada Controlled by EMI 
Blackwood Music inc. Under License from EMI UK 
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WARRANTY AND SERVICE 
INFORMATION 


NEED HELP? 

Call EA's HINTS & INFORMATION HOTLINE for recorded hints, tips, and passwords 24 hours a 
day, 7 days a week! 

In the US, dil 900-288-HINT (4468). 75c per minute (95c for fist minute), 

In CANADA, dial 900-451-4873. $1.15 (Canadian) per minute. 


Ifyou are under 18, be sure to get a parent's permission before calling. Hotline requires a 
touch-tone telephone. Call length determined by user; average length is four minutes. 
Messages subject to change without notice 


ELECTRONIC ARTS LIMITED WARRANTY 

Electronic Arts warrants to the original purchaser of this Electronic Arts software product that 
the medium on which this computer program is recorded is free from defects in materials and 
workmanship for a period of ninety (90) days from the date of purchase. This Electronic Arts 
software program is sold “as is," without express or implied warranty of any kind, and 
Electronic Ars is not liable for any losses or damages of any kind resulting from use of this pro 
gram, Electronic Arts agrees for a period of ninety (90) days to either repair or replace, at its 
option, free of charge, any Electronic Arts software product, postage paid, with proof of purchase, 
at the Electronic Arts Warranty Department. This warranty is not applicable to narmal wear and 
tear, This warranty shall not be applicable and shall be void if the defect in the Electronic Arts 
software product has arisen through abuse, unreasonable use, mistreatment or neglect. 


LIMITATIONS —This warranty is in lieu of all other warranties and no other representations 
cr claims of any nature shall be binding on or obligate Electronic Arts. Any implied warranties 
applicable to this software product, including warranties of merchantability and fitness for a 
particular purpose, are limited to the ninety (90) day period described above. In no event will 
Electronic Arts be liable for any special, incidental, or consequential damages resulting from 
possession, use or malfunction of this Electronic Arts software product. 

Some states do nat allow limitations as to how long an implied warranty lasts and/or exclu- 
sons or limitations of incidental or consequential damages so the above limitations and/or 
exclusions of liability may not apply to you, This warranty gives you specific rights, and you 
may also have other rights which vary from state to state. 

NOTICE 

Electronic Arts reserves the right to make improvements in the product described in this man- 
ual at any time and without notice. 

This manual and the software described in this manual are copyrighted. All rights are 
reserved. No part of this manual or the described software may be copied, reproduced, trans- 
lated, or reduced to any electronic medium or machine-readable form without the prior writ- 
ten consent of Electronic Arts, P.O. Box 7578, San Mateo, California 94403-7578, Attn: 
Customer Support. 
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RETURNS WITHIN 90 DAY WARRANTY PERIOD—[o replace defective media within 
the 90-day warranty period, send the defective media, a copy of the original sales receipt, a 
Tetuin address, and a small note describing the difficulties you are experiencing to Electronic 
Arts' address below, ifthe software media was damaged thraugh misuse or accident, you will 
need to follow the returns after warranty policy detailed below. 


RETURNS AFTER WARRANTY —To replace defective media after the ninety (90) day 
warranty period has expired, send the original Game Pak to Electronic Arts’ address below. 
Enclose a statement of the defect, your name, your return address, and a check or money 
order for $30.00, 

Electronic Arts Customer Warranty 

PO, Box 7578, San Mateo, CA 94403-7578 


If you have warranty questions, you can also contact Customer Warranty via e-mail 
at cswatranty@ea.com or by phone at (650) 572-2352. 

‘you need technical assistance with this product, call us at (650) 578-0316 Monday through 
Friday between 8:30-1 1:45 AM or 1:00-4:30 PM, Pacific Standard Time. No hints of codes 
ate available from (650) 578-0316, You must call EA's HINTS & INFORMATION HOTLINE fot 
hints, tips, or codes. EA Tech Support Fax: (650) 286-5080 


HOW TO REACH US ONLINE 

Internet E-mail: susport@ea.com 

World Wide Web: Access ou Web Site at http://www.ea,com 
FTP: Access our FTP Site at ftp,ea.com 


Software and documentation © 1997 Electronic Arts. ll rights reserved. Electronic Arts and 
the Electronic Arts Logo, EA SPORTS, the EA SPORTS Logo, and “If i's in the game, i's in the 
game” are trademarks or registered trademarks of Electronic Arts in the U.S. and/or other 
‘countries. 


Flag artwork provided under license by Dream Maker Software. © 1996 Dream Maker 
Software All rights reserved. 


Official licensed product of the FIFA World Cup France 98. © The France 98 Emblem and 
Official Mascot are copyrights and trademarks of ISL. 1977 FIFATM, MANUFACTURED 
UNDER LICENSE BY ELECTRONIC ARTS. 





